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4ti We are delighted that you have chosen Shining Wisdom ™ for play on your 
.^ptSEGA Saturn™ System. We hope that you will continue to enjoy this and 
SSjsi': all Of our games for the SEGA Saturn™ System. Due in part to the nuinei 
out; requests we've had for Action/RPG games, this game now resls in 
your hands. Please continue to tell us what YOU want, because we arc 
always interested in what YOU think of our games and what games Y< >1 1 
would like to see released in this country. 



Handling Your SEGA Saturn Disc 

• This Sega Saturn Disc is intended for use exclusively with the Sega Saturn™ Sys 
tem. . 

• Do nofbend it, crush it, or submerge it in liquids. 

• Do not leave it in direct sunlight qr near a radiator or other source of. heat. 

• Be sure to take an occasional recess during extended play, to rest yaurseli'and the 
Sega Saturn compact disc. 

• KEEP YOUR Seg^F Saturn diSc dean. Always. hold by the edges, and keep in if 
case when not in use. CImii with a lint-free, soft dry cloth - wiping in straight lino, 
front center to edge. NevemjsJ solvents or abrasive cleaners.. . 
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WARNING: READ BEFORE USING 
YOURvSftGA VIDEO GAME SYSTEM. 

A very small percentage of individuals mity .experience epileptic Seizures wliei 
posed to certain light patterns or flashing lights. ‘Exposure to certain patterns 01 ha. I. 
grounds on a television screen or while playing video' games may induce an epileptic 
seizure in these individuals. Certain conditions may induce previously uitdctc. t. .1 
epileptic symptoms even in persons who have no history of prior seizures or epilcps 
If you, or anyone in your family, has an epileptic condition, consult your pltysi. i.m 
prior to playing. If you experience any of the following symptoms while playing a 
video game - dizziness, altered vision, eye or muscle twitches, loss of awareness, 
disorientation, any involuntary movement, or convulsions - IMMEDIATEI ,Y dis. . >u 
tinue use and consult your physician before resuming play. 
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WARNING TO OWNERS OF PROJECTION TELEVISIONS: STILL ITC 1 1 IUI 
OR IMAGES MAY CAUSE PERMANENT pICTURE-TUBE DAMAGE OR M \k Is, 
IUI PHOSPHOR OF THE CRT. AVOID REPEATED OR EXTENDED USE <B 
VIDEO GAMES ON LARGE-SCREEN PROJECTION T ELEVISIONS. ^ 


Unauthorized duplication, copying) of n 
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of this sofiiv are or manual iy proffity 


OFFICIAL 


SEAL OF 
QUALITY 


This official §eal t<s \ out assurance 
that this product mfeeft me highest - 
t quality standards of SEGA™. Buy 
' games and accessories with this seal 1, 
to be sure that they are compatible ./ 
with the SEGA SATURN™ System, / 
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WORKING DESK J 

IS 155 Cleat Creel. Road 
Redding. CA 96001 
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NOTE: This product has been rated by the Entertainment 
Software Rating Board. For information about the ESRB 
rating, or to comment about the appropriateness of the . 
rating, please contact the ESRB at 1-800-771-3772. j 
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degan is a simple place. Simple People. Simple Saws. Simple 
' Concerns. Poi^ tke most paH> pe.aae. and -frauguilify Kave rns+ed 
comfortably in tkis diverse laud for centuries. (£-ncirc\ed by 
a cUarmed ring of mountains on tke continent of Palacia, tke Kingdom is 
naturally skielded from tke wars and uprisings tkat kave consumed and 
destroyed nearby kingdoms. However, it was not always so. 

Song before, wken tke wars of reason raged across Palacia, a fear- 
some giant, or 'Park Titan' as it came to be known, rose to exile peace 
forever witk its wicked kand. Portunately, tkose giftad witk tke command of 
magic banded together and felled tke apocalyptic terror. 

Presently, tkat time lies far removed from tke minds of most in Odegan . 
Only a studious few recall tke propkecy tkat appeared wken tke Park 
Titan was destroyed. Pt spoke of a time of unrest tkat would precede tke 
return of tke Park Titan. ;A time wken tke four elementals would rise to 
restore tke Titan, and tke land would once again be consumed by darkness 
until tke very stone of Oastle O degan wept tears of misery. 

Tke fulfillment of tkis propkecy is not coming without warning. Ten years 
from tke present; a fierce dragon of unusual strength laid muck of (Ddegan to 
waste. Tke beast would kave decimated all Palacia, were it not for tke 
bravery and cunning of a single warrior who sacrificed his very life to stop it. 
That warrior was known as 3ir jfiles. 

/\)ow, ten years later, his only son has come of age. Uke kis father, he, 
too, will serve in the King's guard. Only time will tell if he grows to possess 
the strength/ courage/ and cunning of kis legendary father. But pray tkal 
time holds this lad in favor, for the black hour of the Park Titan is rushing 

f OKt ’^ v from the abyss once more, and (Ddegan lies blissfully unaware. . . 


The Players 



Mars 

Mars is the son of Sir Jiles, the great- 
est wamor in Odegan's history. After 
his parent's untimely death, Mars' 
grandparents assumed the task of rais- 
ing the lad. Ebinezer, Mars' grandfather, 
has devoted much of his time teach- 
ing him the ancient skill of 'accel- 
eration'. Mars has been an 
excellent student, and is now 
prepared to begin his service in 
the King's guard at Odegan Castle. 


Princess Satera 

Princess Satera, the King's sole heir, 
is a flaxen-haired, porcelain-skinned 
beauty, dearly loved by the inhabit- 
ants of Odegan. Though she knows 
much of the outside world through her 
studies with Bouchvurm, she has 
never been ail owed outside the castle 
by her father. This kind of overpro- 
tective behavior on the part of the 
King has been the rule ratherthan the 
exception ever since Satera's mother, 
the Queen, died unexpectedly. 
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The Players 



Ulrich has served as King of Odegan since he was a young man. 
Due to the fact that Odegan has been basically peaceful during 
his reign, he has grown obese and complacent. Despite being hori- 
zontally challenged, he is dearly loved by his subjects. 


This commander is the head of the guard at Odegan Castle, and 
the King's top tactician. He also happened to be the closestfriend 
of Sir Jiles. His allegiance to the Odegan Empire is without equal, 
and the troops trust his decisions completely. 


The King's Chancellor is a strictly-business personality. As such, 
he doesn't have time for pleasantries, and usually forgoes them. 
He considers himself well organized and indispensable to the suc- 
cess of the programs the King sets in motion. 



Although older than Mars, this new recruit is somewhat immature 
and prone to getting in trouble, then lying his way out of the conse- 
quences. Though his gentle manner makes him seem unambitious, 
he is actually striving to gain a place of honor in Odegan's Guard. 


This somewhat mysterious Elf is frequently seen in the area of 
Hobbit Village. Details of his existence are hard to come by, but he 
seems familiar with both Pazort and the Royal Family of Odegan. 
He's also rumored to know many secrets about Castle Odegan. 




This shapely sprite is said to be the guardian of the Gudo Valley. 
Magicians have whispered of her ability to shapeshift at will for 
centuries. Her magic ability Is only matched by her 
nature. 


Minions of Evil 



Though his love for Kari 
may cloud his battle 
judgment at times, Huge is 
a formidable opponent. 
Once he begins his tumb'ing 
attack, watch out! 


As the master of fire, Gwaid 
is the most dangerous of 
Pazort's minions. His steel 
faceplate was crafted to 
conceal a wound inflicted by 
Sir Jiles,. 


As the only female in 
Pazort's inner-circle, Kari 
possesses skills the others 
can only dream about. Her 
most useful ability is the 
power to mirror animate or 
inanimate things with 
Pazort's assistance. 


This reptilian . ruffian fancies 
himself a fearsome foe. 
however, the truth is . that 
his power is limited when 
he's away from a body of 
wafer. 


This devious black Elf is the sworn enemy of Palacia 
and the K'ngdom of Odegan. His power is only 40***^. 
surpassed in the world of darkness by the Dark | ^ 
Titan. V* tJ 








Before You Begin 


Before you turn on your SEGA Saturn, make sure it is properly connected according 
to the SEGA Saturn instructions. Insert the Shining Wisdom CD into the well of the 
CD tray and close the lid. Next press the START button at the title screen (or, select 
the Saturn icon on the CD screen). The opening animation screen should appear. If 
the unit fails to function correctly, turn it off. Check to see if the SEGA Saturn is 
connected properly and then try again. 

When you have finished playing, select SAVE before turning off your SEGA Saturn. 
Always make sure you turn off your SEGA Saturn before you try to remove the Shin- 
ing Wisdom CD. 


IMPORTANT: Your SEGA Saturn CD contains a security code that allows the disc to 
be read. Be sure to keep the disc clean and handle it carefully. If your SEGA Saturn 
system has trouble reading the disc, remove the disc and wipe it carefully, starting 
from the center of the disc and wiping straight out toward the edge. 
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Right £imtr Kty' 

ik Displays more options on 
the configure screen. 


k Accesses the 

and configuration menus 
during the game. 


k Displays more options on 
the configure screen. 


Dlfictioju Key 

IVwTryaaR M>yM& 

k Moves character on the 
screen. 

k Moves cursor on menu 
items and in boxes that re- 
quire a response. 


k Increases the character's 
speed when tapped repeat- 


k Increases the character's 
speed when tapped repeat- 
edly. 


k Initiates conversations with 
townspeople. 

k Acti vates selected weapons 
or items. 


U IMMMIIIJ 



k Increases the character's 
speed when tapped repeat- 
edly. 


Ailliiil 


ik Increases the character’s 
speed when tapped repeat- 
edly. 


k Uses items that are se- 
lected on the inventory 
(START) menu. 


A Special Note about the Controller 




NOTE: The configuration of the A, B, C, X, Y, and Z buttons can be 
changed. For clarity, the manual is written with the default 
controller settings. 


Saturn™ Backup Ram 



Since you cannot save games directly on a compact disc, the 
Sega Saturn™ is equipped with Internal Backup RAM. Most 
CD games have a save feature that uses it. If you are having 
difficulty saving games, you may need to delete some previ- 
ously saved data or copy some of the save data to a Backup 
RAM cartridge. If your memory is full, you will need to 
make room by deleting save data from the Backup RAM. 
► ► 1 


Accessing the Memory Manager 

To access the System Settings menu quickly, when you turn 
on your Sega Saturn™, hold down the Right and Left Shift 
buttons on the controller (If the game unit is already turned 
on, press the RESET button while holding down the Left and 
Right Shift buttons). From the System Settings Screen, select 
Memory Manager. 


Clock 
language 
Meaioiy Manager 
Other Settings 



< < 

From this screen you can either delete specific, any, or all of 
the save data files in the System Backup RAM. The box be- 
low describes in detail how to delete save data. Remember, 
once save data is deleted it can never be recovered.. .so don ’t 
come crying to us if you delete something you really wanted. 



If you select YES, the 
save data file will be 
erased, freeing up 
more memory for you 
to save games. 


If you select NO, you 
will return to the "Re- 
move" screen without 
losing any save data. 


If you select YES, all 
of the save data will be 
erased. Once erased , 
you can NEVER get 
it back. 


If you select NO, you 
will return to the 
Memory Manager 
screen without losing 
any save data. 


To delete specific save data on your SEGA 
Saturn™, select the REMOVE ITEM option 
from the System Memory box and press the 
"A" button. The Delete screen will then appear. 
Next, decide which file you wish to erase. 


To clear all of the save data files on your SEGA 
Saturn™, select the CLEAR option from the 
System Memory box and press the "A" but- 
ton. 


NOTE: If the message NOT REMOVED! appears, there may be 
a problem with the system's backup memory. For assistance in 
fixing this problem, call 1-800-USA-SEGA. 














Starting the Game 




If the START button is pressed during the opening animation, the 
Title Screen will appear, To begin playing Shining Wisdom, press 
the START button at the title screen. 


After pressing the START button at the title screen, the Gudo 
Valley Fairy will appear. If there is no Shining Wisdom save 
data, the Fairy will ask for a character name at the Name Regis- 
tration Screen. If there is already Shining Wisdom save data 
present on the backup RAM, then the load screen will be dis- 
played. 
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The default name for the character is Mars; however, another name 
can be entered if desired. The character name can be up to eight 
characters in length. To name the character, move the cursor over 
the desired letter, then press the "C" button. The selected letter will 
then appear in the name box. Continue entering letters until the 
desired character name is displayed. To correct a mi stake, .select 
"DEL" or press the "B" button. After entering the desired character name, select "END. 1 
The game will then begin. 


The Load Screen is divided into two different sections. The left 
side displays all save data, as well as the "New Game" option. 
The right side displays the following: character's name, game 
time, life bubbles, equipped items, start location, and save data 
location ("System" or "Cartridge Memory"). 



To start from the beginning of the game, select "New Game." After selecting "New 
Game," the Name Registration Screen will be displayed. After a name has been en- 
tered, select "END." The game will then begin. 

After selecting the desired game, the Action 
Menu will appear. The Action Menu allows the 
game to be loaded, to be copied to/from System 
and Cartridge Memory, or to be deleted. These 
three options are described in detail on the fol- 
lowing page. 


► STBRT 
COPY 
DELETE 




Load Menu 


► STOBT 


Load the selected game. After receiving some parting wisdom 
from the Gudo Valley Fairy, the game will start from the selected 
save location. To load games from the Backup RAM cartridge, 
first make sure that the RAM cartridge is firmly inserted into the cartridge slot of the 
Saturn before the system is turned on. NEVER INSERT THE CARTRIDGE WHEN 
THE UNIT IS TURNED ON! 


► copy 



Copy games to/from backup RAM. Save | 
data can be copied to/from the System/Car- 
tridge Memory. Copies of the save data can 
also be made to the same memory location. In order to use the 
Backup RAM cartridge, first make sure that the RAM cartridge igj j 
firmly inserted into thecartridge slot of the Saturn before the 1 
system is turned on. NEVER INSERT THE CARTRIDGE WHEN THE UNIT IS 
TURNED ON! jit' ^ " 

To copy a game, first select which save data to copy from the Load Screen. Next, the 
Action Menu will be displayed. From the Action Menu, select "COPY." Then choose 
where the selected data should be copied. Once a decision is made, a copy of the save 
data will then be saved to that memory location. 


► DELETE 



Delete selected save data. If a game save 
is no longer needed, it can be deleted from 
the System or Backup RAM. To delete a 
game, first select which save data to delete from the Load Screen, 
then press the "C" button. The Action Menu will be displayed. 

From the Action Menu, select "DELETE." The decision must then be confirmed with a 
"YES/NO" answer. 


Deletes selected save data. If "YES" is selected, the save data will 
be deleted from the System or Backup RAM. Remember, if you agree 
to delete the save data, it can never be recovered.. .ever! So, spend a few seconds 
carefully pondering the fate of the game save before it’s actually erased. This will 
eliminate any need to spend countless nights alone, 'curled into a fetal position, 
desperately clutching a controller while shedding tears of regret and self-loathing. 



Cancels the command. The save data will not be deleted, 
and the game will return to the Action Menu. 



















Configuration Screen 


To change the configuration of the game, press the "START" button once the game has 
started. The Configuration Screen will be displayed. It is divided into three sections: 
Equipment, Configuration, and Options. In order to access other screens, use the 
"LEFT" or "RIGHT" Shift Buttons (i.e. press the "RIGHT SHIFT" button to advance 
to the next screen. Use the "LEFT SHIFT" button to visit a previous screen). These 
screens are described below. 



Select items, orbs, or equipment. To change items, orbs, 
or equipment, first press the "START" button to access the 
Equipment Screen. Once the Equipment Screen is dis- 
played, move the cursor up or down tq,: select which area 
(item, orb, equip) to adjust, then press the "C" button. The 
cursor will then move to the items in that area) Use the cursor 
to select which item to use, then press the "C" button. The item will be selected and 
assigned for use with that button. After returning to the game, the item can be used by 
pressing the button assigned to that item. 
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ITEM • EB3 
equip' * Q3 W* 


Change message speed, key configuration, and trans- 
mission type. From the equipment screen, pressing the 
"RIGHT SHIFT" button on the controller will access the 
Configuration screen. To change any of these options, first 
move the cursor to select which option to change and press 
the "C" button. Next, use the cursor to change the settings. 

After making the necessary changes, press the "C" button to confirm the changes, 
exit from the Configuration Screen and return to the game, press the "B" button. 


j/J E33 AG E SPEED Speed at which messages are printed in boxes. 

The message display can he fast or slow, according to the speed chosen. There are 
four different message speeds: slow, normal, fast, or turbo. "Slow" is the slowest, 
and "turbo" is the fastest. (Dull!) 

VJE. % COl 1FIG Button configuration for items, orbs, or equipment. 

Items, orbs, or equipment can be reassigned to most of the available buttons on the 
controller. Use the Direction Rev to reassign the buttons. 


TPAl ISl/IIGSJOl J Determines how the character maintains speed. 

Since the "B" button ("X", "Y". or "Z" buttons can also be used) is used to build up 
speed, the transmission type determines how that speed is maintained. A Semi- 
automatic transmission allows the character to maintain the desired speed by 
^ holding down the "B" button. Whereas, a Manual transmission requires that 
* the "B” button be continually pressed in order to maintain that speed. 



Change message speed, key configuration, and trans- 
mission type. To access the Option Screen, press the "Right 
Shift" button twice from the Equipment Screen. If an op- 
tion on the Option Screen needs to be changed, first move 
the cursor to select that option and press the "C" button. 

Next, use the cursor to make the necessary changes and 
press the "C" button to confirm the changes. To exit from the Option Screen, press the 
"B" button. 



WJ! I DOW MODE Change the text box display and colors. 

The background of the text boxes can be changed to determine how the text box color 
is displayed. If "Nothing" is selected, no color will be displayed; however, if 
"Normal" is selected, a solid background color will be displayed. The "RED," 
"GREEN," and "BLUE" colors can be adjusted to create custom colors for the text 
box. 3)3' g| 

SO uSp 1/ J OD E Determines how the sound is heard. 

The sound can be listened to in "STEREO" (Gooood!) or "MONO" (Baaaad!). 


) X /J U 3 1 G T E3T Music themes. 

Sadomasochistic, socially isolated types can use this option to take a little break from 
the game and spend prdcious hours of their lives listening to all of the musical themes 
inthegame. , 

Si.E. TEST Sound Effects. 

This option can be used to play the sound effects used in the game to your heart's 
content. 





Saving the Game 


A game can only be saved at the church in Odegan city or with 
the use of a Record Book. Record Books are automatically used 
to save the game when a new area is entered, such as a cave, or a 
dungeon. If the user agrees to use it, the game will be saved. Save 
options are the same for churches and Record Books. 




The Save Screen is divided into two different sections. The left 
side displays all save data, including the "New Data" option. The 
right side displays the following: character's name, game time, 
life bubbles, equipped items, start location, and save data loca- 
tion (System or Cartridge Memory). 


The "New Data" option allows a new save data file to be created 
without changing the existing save data file(s). After this option 
is selected, the Memory Selection Screen will appear. At that point, 
choose whether to save the game to the System or the Cartridge 
Memory. Once a decision is made, press the "C" button. The game 
will be saved. 


To overwrite an existing save data file, first select which save data 
to replace and press the "C" button. In order to overwrite the 
existing game, select "YES.” If "NO" is selected, the game will 
not be overwritten and the game will return to the Save Screen. 




After saving the game at the church, the user must decide whether 
or not to continue playing the game. If "YES" is selected, the game 
will continue. If "NO" is selected, the game will end. If a Record 
Book is being used, this option is not available. 


Shops 



adventure at my tme. 

For the present, though, would you 
like to continue adventuring 7 


Gold can be found by searching treasure chests or by defeating 
monsters. As monsters are defeated, they will leave gold coins or 
bags of coins that can be used to purchase different items. To 
purchase an item, first move in front of the item you wish to pur- 
chase and press the "C" button. The decision to purchase that item 
must then be confirmed by answering "YES" or "NO." 




Purchases the selected item. The item will be purchased and placed 
into the character's inventory. 



Cancels the purchase. 


Mystical Items 


During the quest, many items can be found in treasure boxes or bought at local shops. 
Many of the items are located in secret areas of the game. Here is a brief overview of 
some of the many items that can be found. 



Restores HP. This item 
can only be used once. 


rhaling Herb 




Slows character move- 
ment, but allows floors 
to be crushed and heavy 
objects to be kicked out 
of the way. 



These can be useful for 
sliding under objects 
that obstruct paths. 




Can attack enemies 
from a distance. Also 
can be used with orbs 
to create tres' cool 
magic attacks. 





Increases strength. Al- 
lows heavy items to be 
l ifted and thrown out of 
the way. 




Once equipped, allows 
the user to dig under- 
ground. 



Enables the wearer to 
jump over holes and 
traps with ease. 




This mysterious mirror 
supposedly opens 
way to another world. 




Legend speaks of a 
time when this would 
once again be seen in 
the land. It's said to al- 
low one to fly... 















Magical Orbs 

Orb Poiuitff 
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/« Orb J 

The Elemental guard four orbs that must 
be found and used to defeat Pazort. Unfor- 
tunately, the Orbs are scattered all around 
the Odegan Empire. 

M mj J|tl| This orb has the power 
■ ■T' 1 to control the element , 

''&W J of water. 

j Blaze Orb 

© 


III moc Orb j 

I Allows the wearer to 

1 wield the magic of fire. 
Use this orb to blast 
through icy obstacles. 



Melding Items 


Create stronger magic attacks by combining equipment with orbs. To meld items, 
an orb and a piece of equipment must be equipped to the character. Next, push the "B" 
button ("X", "Y". or "Z" buttons can be used) continually to build up speed. Once the 
speed gauge has reached maximum, push the "C" button. The magic spell will then be 
unleashed. The chart below shows the magic effect of combining some items. Experi- 
ment with combining items, the effect can be quite enlightening. 



Monsterville 



These flying menaces 
tend to prowl near trees, 
waiting for their in- 
tended victims to come 
near before swooping 
in for the kill. 



Prickle Popper 


These little buggers 
enjoy shooting their 
thorny projectiles into 
any moving object that 
comes near. 



Rude Mantis 


Just wait until you feel 
the sickle-shaped 
claws on this sucker 
ripping into your flesh. 
Ahhh, hurts so good! 


Boobarian 



This free-thinking, free- 
floating spirit can ef- 
fortlessly pass through 
any object as it homes 
in to claim your soul. 


Scorpio 


Be wary of sandy areas, 
because these persistent 
pain-peddlers like to re- 
main concealed under 
the golden grains until 
unsuspecting prey wan- 
ders near. 



Lunabomber 



When in the area past 
the Millennial Tree, 
keep one eye peeled 
toward the wild blue 
yonder for these 
bomb-wielding ya- 



This rotund little men- 
ace likes to bludgeon 
his enemies to death 
with his crude wooden 
stick. 



This little devil likes to 
jab opponents with its 
pointy little spear. 



Ice Snail 


These snails live in the 
colder regions of the 
empire. Their slimy ex- 
cretions can 
cause damage. 
























Hints for Gimpt 
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When the game first begins, the character is not equipped with 133337 
any items. For information on how to equip items, see page 12. SMa ® 
This is the number one mistake that is made when starting the 
game. It's amazing how much easier it is to kill things when 
using something other than bare hands! 
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Max. Speed for Max. Magic! 


The effect of magic is directly related to 
the speed that the magic is executed. The 
higher the speed, the more effective the 
magic. The magic speed and its effective- 
ness is displayed to the right. 
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Reconfiguring the controller will make it easier to use equip- 
ment and items. It is best, as soon as the game begins, to switch 
the "A" and "C" buttons. The optimum configuration is: "A" 
button for equipment, "B" button for orbs, and the "C" button 
for items. 


r~ 

v 



_ 


1 




jri/’. 


WmMM 


) 


The key to winning the game is to visit ar- 
eas again. Many times a dungeon or cave 
cannot be fully explored until certain items, 
orbs, or equipment is received. After receiv- 
ing the new item, orb, or equipment, go back 
and finish exploring areas already visited. 
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Orbs! 


In order to find all of the secret items and win the SI 0,000. use the orbs to search for 
secret areas. For instance, use the Blaze Orb to burn down trees or use the Blast Orb 
as a giant leaf blower in order to clear away leaves. Only by using the orbs, can all 
of the secret items be found! 
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$10, 000 Contest 


Grand Prize (1): $10,000 
First Prizes (25): One Year Subscription to EGM 
Runner up Prizes (100): Deluxe Shining Wisdom Poster 
Entry Deadline: November 1, 1996 

To enter: 

Send a legible photograph or a video tape showing 
the final status summary screen (sample depicted 
at left) from the end of the SEGA Saturn Action/ 
RPG Shining Wisdom, along with a 3x5 card or 
paper containing your name, address, age, and phone 
number to: Shining Wisdom Contest c/o 
Working Designs, 18135 Clear Creek Road, 


Item Collection Ratio: 

100 % 

Total Playing Time: 

17:53 


Redding, CA 96001. 


Rules: 

Enter as often as you wish, but only the single fastest lime submitted by any one individual will be entered for final consideration. 
Limit one submission per game save. Duplicate game screens derived from the same save data source submitted by different 
individuals will be disqualified. Times and finish percentages gained by using software modification codes and/or hardware will 
| be disqualified. Winner may be required to demonstrate ski lliused to gain winning time in order to claim grand prize. Entries must 
be received by November 1, 1996. All entries become the properly of Working Designs, Inc., and will not be acknowledged or 
returned. Working Designs, Inc. assumes no responsibility for lost, mutilated, late, ineligible, incomplete, postage-due, or misdi- 
rected entries. Unclaimed prizes will not be awarded. Limit one prize per family, organization, or household. 

Prize Details: 

One ( 1 ) Grand Prize : $10,000. Twent#five (25) First Prizes: One year subscription to Electronic Gaming Monthly (Approximate 
retail value $60). One Hundred ( 1 00) Runner-up prizes: Shining Wisdom Poster (approximate retail value $7). Winners will be 
determined on the basis of the fastest completion time amongst those entries with the highest completion ratio (as reported on the 
status screen sent as an entry requirement). Judges’ decision to be made the week of November 4th, and winner will be notified 
by November 15th. All judges’ decisions are final. Grand prize winner will be notified by Federal Express. Runner-up prize 
winners will be notified by, mail. Results .will be published in Electronic Gaming Monthly, as well as on Electronics Boutique’s 
internet web page. No substitution of prizes is allowed, except at the discretion of Working Designs, Inc., should one of the 
featured prizes become unavailable. 


Eligibility: 


Contest open to residents of United States and Canada only. Non-compliance with the rules of the contest, and/or the return of ■ 
the prize notification will be grounds for disqualification. In the event of a disqualification, the Grand Prize will be awarded to the 
next available entry. In the event of a disqualification. First and Runner-up prizes will not be re-assigned. Winners or their legal 
guardians shall sign an affidavit of eligibility/release of liability/prize acceptance within 30 days of receipt or forfeit prize. By 
acceptance of prize winner(s) agrees to the use of their name and/or likeness for purposes of advertising, trade or promotion 
without further compensation, unless prohibited by law. Employees of Working Designs, Sendai Publishing Group, Inc., SEGA 
Enterprises, Electronics Boutique and their affiliates are not eligible. Neither Working Designs, Sendai Publishing Group, Inc., 
SEGA Enterprises, Electronics Boutique are responsible for any damages, taxes, or expenses that consumers might incur as a 
result of this contest or receipt of prize. Winner accepting prize(s) agree that all prize(s) are awarded on the condition that Working 
Designs, Inc., Sendai Publishing, Inc., SEGA Enterprises, Ltd., Electronics Boutique and their agents, representatives, and employ- 
ees will have no liability whatsoever for any injuries, losses or damages of any kind resulting from acceptance, possession, or use 
of the prize(s). Winner further acknowledges that Working Designs, Inc. nor any of the contest sponsors has neither made nor is ; 
in any manner responsible or liable for any warranty, representation or guarantee expressed or implied, in fact or in law, relative to 
any prize, including but not limited to its quality, mechanical condition, or fitness. 

List of Winners: 

For a list of winners, send a self-addressed, stamped envelope to Shining Wisdom Winners c/o Working Designs, 18135 Clear 
Creek Road, Redding, CA 9600 1 . Requests for winners must be received by December 1 5, 1 996. Allow four weeks for delivery 
of winners list. 

Restrictions, Etc. 

Void where prohibited or restricted by law. All federal, state, and local regulations apply. This contest is sponsored 
by Working Designs, Inc., Sendai Publishing Group, Inc., and Electronics Boutique. SEGA Enterprises, Ltd. is not 
a sponsor. Shining Wisdom is a trademark of SEGA Enterprises, Ltd., licensed by Working Designs. SEGA and 
SEGA Saturn are trademarks of SEGA Enterprises, Ltd. ALL RIGHTS RESERVED. Electronic Gaming 
Monthly is a trademark of Sendai Publishing Group, Inc. Electronics Boutique is a registered trademark of 
Electronics Boutique, Inc. 









Translation Notes 


Shining Wisdom was programmed by one of SEGA’s premier 3 rd party developers 
in Japan, SONIC Team. At the height of its 1 0 month development process, upwards 
of 30 people were involved in creating art, programming, writing, and debugging the 
game. Hiroyuki Takahashi, the elder half of the famous Takashi brother team, over- 
saw all aspects of the game’s development. 

Since the planned conversion timeframe of the game to English was fairly short, a 
few playability improvements were not implemented. The most obvious one is to be 
able to equip more than one special item at once (for example, boots and a sword). 
This seems like a simple proposition, but would actually have required quite a bit of 
work to the inventory screens and the button assignments, introducing a fairly large 
risk of creating new, and potentially dangerous, bugs. So, we left it on our (and we’re 
certain your) “wish-list” in the interests of getting the game out. We did, however, 
change some things, as usual, in the process of conversion. We changed the difficulty 
of the monsters to make the game somewhat more challenging. We also had a few 
bugs in the Japanese version that popped up in our play testing, corrected. For ex- 
ample, Mars sometimes was able to get into areas “outside” the screen, with the result 
being that unless he had an Angel Wing, he would be left looking fondly at the dun- 
geon from the wrong side of the wall until reset was pressed. And finally, in our never- 
ending anal-retentive quest for perfection, the name display routine was fixed so that 
possessive forms of a player’s name would be rendered correctly. Instead of saying 
“Mars’s House”, the program was made to recognize that names ending in “s” needed 
only the apostrophe. Therefore the program automatically adjusts to say, “Mars’ House” 
or “Joe’s House”, depending on the name. English teachers are letting out contented 
sighs at this news, I’m certain. 

Speaking of English teachers, some of you have commented on the fairly consistent 
quality of our text conversion. This is mainly due to the fact that typos and grammati- 
cal errors are reduced to a minimum through a fairly straightforward process. First, 
we have a custom utility that filters all the sentences from the source files of a gamej 
and breaks those sentences into individual words, which are stored in a database, which 
also notes the file location of each word. Second, the database is sorted and an “inci- 
dent count” is created. This tells us how many times each word is used. For example, 
“Pazort” is used 103 times in Shining Wisdom, and forms of it (Pazort’s, etc) are used 
another 26, for a total of 129 incidents. Then, the condensed incident count list is run 
through an automated spell-checker, and the incidents flagged are checked using the 
file and line references attached to the words to see if they are misspelled on purpose 
(for example, a drunken patron might say, “haay...geed ovuur heer!” instead of “hey, 
get over here!”). After the spell checking, grammar checking is manually performed 
by staff (and a real-live English teacher!) using printout of just the text, with associ- 
ated starting and ending line numbers for each text block. If a grammar or hyphen- 
ation error is found, the block is marked for correction. If text that is technically 
wrong makes it into the game, it’s usually because the word or usage is in dispute, or 
the passage is a character’s “dialect”, or manner of speech. Once flagged grammar 
and spelling are checked and corrected, the text is processed one final time for spell- 
ing, in case any new errors were introduced during the grammar checking. While this 
doesn’t mean we have picture-perfect dialogue, considering the volume of text in RPG’s, 
this process definitely improves our product relative to the competition. 

That’s about it for this one. Our next title, Dragon Force is speeding along, 
and should be out about 8-10 weeks from now. Until then, happy gaming! 



Wording Designs Limited ( Warranty 

Working Designs warrants to the original purchaser of this Working Designs 
product that this CD Disc is free from defects in material and workmanship for 
a period of ninety (90) days from the date of purchase. This Working Designs 
product is sold "as is," without expressed or implied warranty of any kind, and 
Working Designs is not liable for any losses or damages of any kind resulting 
from the use of this product. Working Designs agrees for a period of ninety 
(90) days to either repair or replace, at its option, free of charge, the Working 
Designs product. Send product postage paid, along with dated proof of 
purchase, to the address shown below. 

This warranty shall not be applicable and shall be void if the defect in the 
Working Designs product has arisen through abuse, unreasonable use, mis- 
treatment or neglect. 

THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO 
OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL 
BE BINDING ON OR OBLIGATE WORKING DESIGNS. ANY IMPLIED 
WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, IN- 
CLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR 
A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY 
PERIOD DESCRIBED ABOVE. IN NO EVENT WILL WORKING DE- 
SIGNS BE LIABLE FOR INCIDENTAL OR CONSEQUENTIAL DAM- 
AGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF 
THE WORKING DESIGNS SOFTWARE PRODUCT. 

a '' \ if 

Some states do not allow limitations as to how long an implied warranty lasts 
and/or exclusions or limitations of consequential damages) so Ihe above 
I i notations and/or exclusions of liability may not apply to you. This warranty 
gives you specific legal rights, and you may also have other rights which vary 
from state to state. ■ 



18135 Clear Creek Road 
Redding, CA 96001 


Customer Service 
(916) 243-3417 

Where to find us Online: 

CompuServe : GO VGCENT k 

(Message Area 10) 

America Online: KEYWORD: Video Games 
Prodigy: JUMP: Video Games BB 

UseNet (Internet): rec.games.video.sega 


MM Numbers: U.S. Nos. 4,442, 486/4, 454, 594/4, 462, 076/5,1 37,792; Europe Nos. 802J4; 

1 1 u it In Nos. 1 ,183,276; Hong Kong No. 88 7 #302; Singapore No. 8§-J55; U.K. No. 1,535,999; 




